


CLERIC DIVINE DOMAIN: RUIN 


RUIN DOMAIN 


The earth shakes, fires rage, lava flows and buildings 
topple. The gods of ruin watch in glee, for this destruction 
is what they command. Clerics that follow the ruin domain 
are worshippers of deities of destruction. Some worship 
ruin as a means to return to a lost natural world through 
the destruction of civilisation and its trappings, where as 
others worship destruction as its own goal, celebrating the 
eventual collapse of reality as a whole. 

This domain suits the shamans of the Gruul clans on 
Ravnica who worship old gods like Ilharg the Raze Boar, 
worshipers of Talos in the Forgotten Realms, worshipers of 
Set from the Egyptian pantheon, or Doomguard clerics in 
Planescape. 


RUIN DOMAIN SPELLS 
Cleric Level Spells 
1st earth tremor, searing smite 
3rd earthbind, shatter 
5th erupting earth, fireball 
7th freedom of movement, wall of fire 


9th conjure elemental, destructive wave 


RUBBLE STRIDER 

Beginning when you choose this domain at 1st level, you 
ignore movement penalties for moving through difficult 
terrain. 


SIEGE CASTER 

Beginning when you choose this domain at 1st level, you 
learn how to best use your magic to bring ruin. Your spells 
deal double damage to building and structures. 


CHANNEL DIVINITY: RAMPAGE 

Beginning at 2nd level, you learn to call on an individual's 
inner fire, sending them on a destructive rampage. Choose 
one willing creature you can see within 50 feet of you. Until 
the start of your next turn, that creature gains the following 
effects: 


e Attacks that the target makes against buildings and 
structures deal double damage. 

e The target's melee weapon attacks gain advantage. 

e Attacks made against the target gain advantage. 

e The target is immune to the charmed, frightened, 
grappled and restrained conditions. 

e The target's movement speed cannot be reduced by the 
effects of spells or terrain, and it cannot fall prone. 


CLASSES | CLERIC - RUIN 


OVERRUN 

At 6th level, you can direct rampaging creatures to further 
carnage. Once per round, when a creature affected by your 
Channel Divinity: Rampage reduces a target to zero hit 
points, you may expend a spell slot of first level or higher. If 
you do so, the creature may immediately move up to its 
movement speed and make a melee weapon attack. This 
attack deals bonus fire damage equal to the level of the 
spell slot expended. 


RUINOUS STRIKE 

At 8th level, you gain the ability to infuse your weapon 
strikes with divine energy. Once on each of your turns 
when you hit a creature, building or structure with a 
weapon attack, you can cause the attack to deal an extra 
1d8 fire damage to the target. When you reach 14th level, 
the extra damage increases to 2d8. If this attack hits a 
flammable structure, the structure catches alight. 
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SMASH TO SMITHEREENS 

When a creature affected by your Channel Divinity: 
Rampage feature hits a creature with an attack, the 
attacker may choose one piece of equipment that the 
creature it hit is carrying, including any weapon it is 
weilding or armour it is wearing. The creature hit by the 
attack must make a Dexterity saving throw with a DC equal 
to your cleric spell save DC. On a failed save, that piece of 
equipment is destroyed. 
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